Magical Mishaps 


Effects of a Spell Gone Bad 


By Steven Chabotte — 


wN B 


SA Lucky Dice Games 


Magical Mishaps 


Effects of a Spell Gone Bad 


by Steven Chabotte 


Copyright 2022 by THA New Media LLC (DBA Lucky Dice 
Games.) For personal use only. All rights reserved. 


Reproduction of material contained in this work by any means 
without written permission from the publisher is expressly forbidden, 
except for purposes of review. 


Cover art partially by John Collins from Pixabay 


elcome to Magical Mishaps — a list of interesting side-effects that can occur when spell 

casting goes awry. Spellcasting involves many elements performed just right to call forth 

the magic correctly. It is easy to imagine that in the heat of battle, a spellcaster can get 

distracted, mispronounce a word, or cramp up during a complex series of finger 
movements and miscast the magic. It can be anything from the spell not working to a catastrophic 
misfire. 


Below you will find descriptions of fifty quick mishaps you can drop in any time you feel a situation 
arises where a spell would fail. Many of the effects are instantaneous or short-lived. Others last for 
much longer periods and could be considered and treated as curses by the game master if desired. 
Feel free to shape the details to fit your needs in any given scenario. 


So, what are you waiting for? 


Take any item or items on the list, apply a little imagination, and make your player’s spells more 
memorable. 


May all your adventures be spectacular! 


P.S. Check out the Busy Game Master Series of D100 Magic Item Lists. The ten lists offer 1,000 
different magic items in a variety of categories. All ten are gathered into a bundle for big savings off 


the individual price. 
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Every night for the next week, you are cursed with a recurring nightmare that prevents you 
from gaining the benefits of a long rest. 

The magic misfires and causes an explosion in front of the creature, spraying dangerous shards 
of wild energy far and wide. 

The spell drained you of energy, and you lose a turn while you recover. 

A great shadowy figure (illusion) rises behind you, and everyone within 20’ must make a 
Wisdom saving throw or become frightened. 

The spell causes you to have a short-term environmental allergy lasting twenty-four hours, 
making you sneeze at the most inappropriate times. 

The spell completely miscasts, and a dozen bright yellow and red butterflies erupt from the 
caster’s hands. 

The miscast causes nearby rocks to form into an animate construct that immediately attacks 
the caster. 

The caster gets covered in a bubble of airtight pale golden energy that must be destroyed with 
bludgeoning damage to save the caster’s life. 

A backlash of energy erupts, causing the contents of any nearby sacks to be spilled on the 
ground. 


. Everyone within 20’ of the caster must roll a Wisdom save or lose their memory for 24 hours. 
. Aseaweed-filled wave splashes over the caster for the next week first thing every morning. 
. The caster is plagued by insects while sleeping for the next several weeks. They are harmless 


and like to share the bed with the caster and leave every morning when the caster awakens. 
For the next three rounds, the caster has a 50% chance of falling asleep in the middle of the 
action. 

The caster develops an aversion to bathing even as more and more road grime collects on 
your body and in your clothes. 

The caster takes on the characteristics of a small forest animal for 24 hours. 

The spell hits a different random target, or if it is an area of effect spell, its central point shifts 
in a random direction. 

It rains blood for three rounds after the spell is cast. 

The spell misfires and causes it to rain rotten tomatoes for one round, making the ground 
around the caster slippery and difficult terrain. 

The spell caster glows dimly for the next three nights and attracts all moths in the area. 

The caster is teleported 30’ in a random direction. If there is an obstruction, the caster will 
appear in the nearest free space but take damage. 

For the next seven days, the caster gains five pounds every time a spell is cast. At the end of 
that time, the caster will need to diet and exercise to lose weight. 

The caster becomes “magnetically charged” and cannot approach within ten feet of any 
source of iron or steel. 

The caster grows a long beard that serves as the home of a family of talking mice. 

The caster’s clothes turn into rough burlap and are very itchy. 

For the next 24 hours, every time you touch anything made of gold, it turns to lead. 
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The caster becomes deathly afraid of food for the next 72 hours, believing it is all poisoned. 
The caster’s hands and feet temporarily turn into bear paws. 

The caster becomes two-faced, with a second identical face appearing on the back of the 
head. 

The caster can only speak in a dead language for 24 hours when speaking with others. It does 
not affect the ability to cast spells. 

Exposure to bright sunlight causes the caster’s eyes to glow bright yellow for four hours after 
darkness falls. 

The caster becomes a berzerker for three rounds, able to do nothing other than reckless melee 
attacks against the nearest creature. 

The caster sees (imaginary) ghosts everywhere for the next 24 hours. 

The caster’s body is covered in tattoos, which are the incantations of various spells. If an 
incantation is read, it works like a scroll, casts the spell, and then disappears. 

The caster is gifted with the ability to see the future, but the only future the caster can see is 
dark and gloomy. It is depressing listening to the visions. 

The caster loses all sense of direction for the next minute. Any spells that require a directional 
component as part of the casting end up targeting a random location. 

The caster gets toenail and fingernail fungus growths that are almost impossible to cure. 

All leather within 10’ of the caster loses its preserved characteristics and starts to rot. 

The miscast spell causes dozens of dust devils, which spin up and cause havoc for the next ten 
minutes. 

The spell fires off correctly, but rather than use a spell slot, it leeches the magical energy of a 
nearby magic item, turning it mundane. 

The caster becomes color-blind for the next week. 

The caster loses depth perception for a week. Any distance-based decisions are always wildly 
inaccurate. 

The caster’s name is edited out of the cosmos. No one remembers. No other memory is 
affected. 

The spell fizzles out, but now the caster has a telepathic link with the target. The thoughts of 
both of them get mixed up. 

The caster’s skin sloughs off, causing tremendous pain and crippling damage. It then rises as its 
own animate creature for one minute before sliding back onto the caster and reattaching. The 
alignment may be off in a few places, but it’s pretty close. 

The spell seems to cast ok, but it causes a disturbance in the caster’s magical energies such 
that the next fire/air/water/ground-based spell causes a small elemental to appear instead of 
the expected spell effects. 

The spell causes the expected effect, but it also unleashes a shockwave that shatters all glass 
within 50’ of the spell. 

After casting the spell, the caster starts sweating a highly flammable oily substance, and any 
spark will set the caster on fire. 

The spell fizzles out just short of the target. 

A set of glorious demon horns start growing out of the caster’s head. 


50. The caster is no longer affected by gravity. No longer anchored to the earth, the caster drifts in 
whatever direction the winds are blowing. 


Looking for more role-playing game aids? 
Be sure to check some of our full-length books 


Tavern Tables: The Game 
Master’s Tavern Builder 
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* guide to creating and 
f running taverns in your role- 
playing game. Combine bits 
and pieces from its 30+ 
tables, and you will soon 
d have a fully fleshed-out 
tavern for your players to 
explore. From food to drink 
to song to atmosphere, this 
guide has everything you 
could ever desire. It even has fully fleshed-out taverns 
for an even quicker start. 
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Town Tables: The Game 
Master’s Town Builder 
Handbook is the definitive 
guide to creating and 
running towns in your role- 
playing game. Combine bits 
and pieces from its 100+ 
tables, and you will soon 
have a fully fleshed-out 
immersive town setting for 
your players to explore. This 
guide has everything you 
could ever desire, from tavern food and drink menus to 
NPCs to interesting shop items to atmosphere. 


Buy it at: 


e DriveThruRPG 
e Amazon 


Dungeon Tables: The 
Game Master’s Dungeon 
Builder Handbook is the 
definitive guide to 
creating and running 
dungeons in your role- 
playing game. Combine 
bits and pieces from its 50+ 
tables, and you will soon 
have a fully fleshed-out 
immersive dungeon setting 
for your players to explore. 
This guide has everything 
you could ever look for, from construction materials to 
treasures to interesting artifacts decorating the rooms and 
corridors to atmosphere. 
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Do you sometimes need to 
change your dungeons or 
other environments on the 
fly to wake up complacent 
players? 


Ty’ink’s Treasury of Traps 
is the ultimate Game 
Master’s trap and trick resource. The dastardly scenarios 
in this book will remind your players that dangers might 
lurk around every corner, behind every door, and even in 
their most recently found treasure hoard. 


Buy it at: 


e DriveThruRPG 
e Amazon 
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A Gohan at unc Halt Yokes Quick Roll Tables for the 
Busy Game Master — your 

one-stop resource 
offering more than 80 
quick roll idea-inspiring 
tables to help you quickly create encounters, 
describe objects, build NPCs, add depth to your 
descriptions and much more for your favorite 
fantasy role-playing games. 
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Another Coltection 
of Quick Roll Tables 
tor Your Favorite 
Fantasy Role Playing Game 


Buy it at: 


e DriveThruRPG 


e Amazon 


Welcome to The Game 
Master’s Assistant Volume 
Il — your one-stop resource 
for more than 80 quick roll 
idea inspiring tables to help 
you create encounters, 
describe objects, build 
NPCs, add depth to your 
descriptions, and more. 


